Exciting Talking Math Games 
for grades 1-9 @ Includes 
Math Wizardry Book! 


OFFICIAL RULES 





IMPORTANT! 


Always be sure that the power to your 
(OTe WAS1-\V-amore) al-te) (=m wn CU] gal-1e me) aim el-(0)¢-Mlate 
\-1a (Late -mel-Uaal-mer-ladare(e[-Mmm Mallow 0] ge) <-1e1 cm dale) 
electronic components and extends the life 
of the unit. 


OFF 
ON 





TO BEGIN: 


1 Insert the cartridge into the Voice of 
Odyssey? with the label side of the car- 
dato fet=nr-(ellalencat-x-l|elal-taalelani=is(en. <=) aeles<(cen 


2 Turn on the power by pressing the power 
lol0} dco )ame)ain tal-mele)alse)(- Fate) =f Ml =i OM ME TANI 
will appear on your TV screen. If it does 
not,press the RESET key on the alpha- 
numeric keyboard. 





On-screen colors may vary according to individual TV’s color 
adjustments. 





Developed with the cooperation of the University of Tennessee Knoxville College of Education. 
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NIMBLE NUMBERS NED! 


1 Press 0 on the numeric section of your Odyssey? key- 
board. 

2 The Voice will ask “WHICH DRILL?” you wantto practice. 
Nimble Numbers Ned is standing by his barrels of fun at 
ital-m 10 fe [mel m- Melt 1-1. 

3 There are 100 numbered stones in the creek. You're going 
to try and help Nimble Numbers Ned jump over the barrels 
iige)aamejal-malelanlel=1mconta(-mal-yeae land mal-mar-tuieiaal e-em (al -10a kB 


Ned Barrels Creek Numbered Stones 





JUMPING PRACTICE 


y Not ileyamolei acess) 


4 A PressO onthe numeric section 
of the keyboard. 


B Nimble Numbers Ned is 
Cj¢-laleliaremolam (al-mile-1a-)(elal=) 
facing a stack of barrels. 


Joystick 





aElalomereal iced} 





C The barrels will start to fall as 





D Move the joystick to the right 
iomaslo\-mN I-rom Com cal male lale 
NV o\- mi an(-1a@ Com aate)'7-maliaa) 


to the left. 





E Press the action button to 
help him jump over the barrel 
ion ial-mal->amale lanl o\-16 





F If Ned falls in the creek or 
gets clobbered by a barrel, he 
melon Vane late melUlaeiaidm-lime)s 
the remaining barrels roll 
over him. 


[RD 





(ea at-m cele lace m=lalemVal>laN-l1me)i 
the barrels have rolled across 
the screen. 


H The Voice will again ask 
“WHICH DRILL?" If you want 
more “Jumping Practice,’ 
press 0 on the numeric 
section of the keyboard. (No 
rexe}iahicw-lcem-Wi7- (cele elUlaiale 
“Jumping Practice:’) Hint! 
Use the joystick to bring Ned 
ion tal -malelala-rele[-me)m calc) 
number he's standing on... 
Then press the action button 
when the barrel starts rolling 
across the number just ahead 
fo) maliaaF 


NAME THE SHAPES! 


5 Shape recognition is one of the keystones needed for 
clearly comprehending the basic elements of primary 
math. 

A Press 1 on the numeric section of the keyboard after 
The Voice asks "WHICH DRILL?" 
iN Yo) <= sam ban YZOL0 May lo UIs) an d0]aal-romolamn (al-mUlali @r-lale ie) =i = OnE 
GAME is on the screen, press O on the numeric section 
of the keyboard to enter the drill selection mode. 


B The Voice will respond: “NAME THE SHAPES! HOW 
GOOD ARE YOU?" 


C There are five levels of “Name the Shapes’ 


PRGSS Asc dingaanicaee a vag an melee nian Beginner 
PIGSS 2 acca setotonranrnemasas PaNoN7-lalei-0m ole] alal=is 
Peso a cae edad ewan a eee eau ee ns Intermediate 
PIBSSS) Janotos kat ea cawaw ak Advanced intermediate 
PRESS S sao deadmncearcdoeaaeearenmnened rNelvz-tatersre| 


D A series of shapes will appear on the screen. One of 
them will be flashing. The Voice will ask a question 
lolol mcat-mit-Calialemial- leo 
Answer by pressing the YES or NO key on the keyboard. 


person rectangle circle 





E There are five questions to around. Each correct answer 
oThZ=1-mn 7010 e- Umeunt-lale-ma CoMmal=1] OMNI -e Re [elan] om (al-male laa] el-1¢-10 
stones. At the end of each round. you will have achance 
iconstore]a-mefe)ial<ne)vaelaal olialem (al=mel-lac-] mn celenel-a-lan—y.ace-| 
barrel to jump for every question you've answered cor- 
rectly during the round. The higher the skill level you've 
'ol=1=1ame)i-Wylale mm (alow anlelé-melal-lalel--m Zele ne -10 


Sell (EWS Teese kee s keeles 1 series of five barrels 
SVIHEVELS ..65.4 04e 4-408 ease 2 series of five barrels 
SKU EVES Sacto cocentaae sas 3 series of five barrels 
Sill (SVE aids sa dbiwdaadavia 4 series of five barrels 
RU OWE. g a els. cosa tak bees 5 series of five barrels 


F You earn one point for every 
score stone you jump to. You 
go back one stone if you fall 
Tain dal- mele -\-1, @elme[-1malia ohvare| 
barrel. 


(em @-lc-110] 1m Colener-lalarelaielanl® 
past the score stone that 
shows up in red on color TV. 
(On-screen colors may vary 
Elexero] cei iatem Comiarelhyiel0r- Umar) 
color adjustments.) If you 
jelany om Con-Ussere]e-m-)celal-m vi carelent 
jumping over a barrel, you're 
(ole) ialem com el-mere\wil-1e KO) -10 ob, 
one of the remaining barrels. 





MULTIPLICATION RUNTHROUGH 


6 This program provides highly motivated reinforcement of 
iaalelie) o)ikex-\elelam-).qii mil (am=iae) olar-\1-melamelal-m-lalem anion elt-\er>) 
operations. 

A Press 2 on the numeric section of the keyboard after 
The Voice asks “WHICH DRILL?” 

B The Voice will respond with: “WMULT/PLICATION RUN- 
THROUGH. HOW GOOD ARE YOU?" 


Example 

C Press 1 for skill level 1 (Beginner) ............ (99x9) 
Press 2 for skill level 2 (Advanced beginner) .. (40x61) 
Press 3 for skill level 3 (Intermediate) ........ (Cc als) 
Press 4 for skill level 4 (Advanced int.) ...... (155x16) 
Press 5 for skill level 5 (Advanced) ......... (787x73) 


D The Voice will present you with the problem and then 
break it into steps to help you solve it. 


Example: 
Step 1 
THE VOICE: “WHAT IS 6x7?” 





You can enter the answer 
icolaamale]ala@ con (-1iq-\-m\Ze]0) 
would with a pencil. 

Press 2 

Press 4 

Press ENTER 

If your answer is correct, The 
Voice will say, “RIGHT!” and 
present you with the next step 
lan dale e)ge)e)(-1008 





Step 2 


THE VOICE: “WHAT IS 
30x7?” 


him cele mer-tame(om al -e-lar\u-1a la) 
Wielelmal=y-\om-lalem’7-1ala (en -1ah(-16 
the number from left to right: 


Press ? 

Press 2 

Press 1 

match Molamiat-malelaal-1ales 
section of the keyboard. 
Press ENTER. 


If you have answered this 
step correctly, The Voice will 
Tare) a-ts),@nre) mm (al- mre) [61110] am Ce) 
the entire problem. 


ES} (=) oR) 


THE VOICE: “WHAT /S 
36x7?" 








Add the steps and enter the 
iaelanleX=1auiancomtal-mere]aal ele] (-1a 
Press 2 

Press 5 

Press 2 

Press ENTER 


If you have given the correct answer, you will earn an op- 
portunity to jump the barrels and score. Correct answers 
on the first try earn an extra barrel. BONUS! The higher 
the skill level you've been playing, the more series of bar- 
lm ele me (14 


SMI IEVEE Tp anestoleniesesgoendas 1 series of barrels 
OKUNIEVENS 2 cs da cee sia ean timed ame 2 series of barrels 
SKUNMGVES ci crcwcedecregs cencrase 3 series of barrels 
IU IBNOIEo cerne orc e ae sanwane sae 4 series of barrels 
SKIUNGVONS 4 a06.0004 toavedeaaaaaned 5 series of barrels 


If you make a mistake before you enter an answer, press 
CLEAR and the number will disappear from the screen. 


If you enter a wrong answer, the computer will give you 
asecond chance. If you're wrong again, the computer will 
tell you the right answer and go on to the next step in 
datos o)ge)e)(-100 8 





11 


FUNCTION MACHINE 


7am ali-we}-tani-mial (cere l0lei=\-m (al-m eli-N\4-1m(on-tel-101¢-llen (alia L dialen-lale| 
the concept of solving for unknowns. 


A Press 3 on the numeric section of the keyboard after 
The Voice asks “WHICH DRILL?” 

B The Voice will announce: 
al OLN OM MLOINEIVL: (Ola LIN <i 
Talon tal-1al-l31,@ 

"HOW GOOD ARE YOU?" 


C Press 1 for skill level 1 
Example 
THE VOICE: “/F THE 
NUMBER IS SEVEN. THEN 
WHAT IS THE NUMBER 
PLUS EIGHT?" 





Enter the answer the same 
way you did in “Multi- 
fo}irer-\drelamaielalialcelele lam 
Press 5 

Press 1 

Press ENTER 





At the end of five problems, every correct answer will give 
youachance to jump aseries of barrels and score. Correct 
answers at the higher skill levels give you more scoring 
opportunities as in "Name the Shapes” and “Multiplication 
aielalealcelelelam 


D Press 2 for skill level 2. 
Example 


THE VOICE: “/F THE 
NUMBER IS NINETEEN. 
THEN WHAT IS THE 
NUMBER PLUS 

NINE?” 





Press 8 
Press 2 
Press ENTER 


bal 


Press 3 for skill level 3. 
Example ” 


THE VOICE: “/F THE 
NUMBER PLUS SEVEN IS 
TWENTY-ONE. THEN 
WHAT IS THE NUMBER?” 


To arrive at the solution. 
JU] 0) 4¢-\e1 aan ide)nae-a 

21 

27 

14 

Press 4 


Press 1 
Press ENTER 


col 





F Press 4 for skill level 4. 


Example: 

THE VOICE: “/F NINE 
TIMES THE NUMBER 
PLUS FIVE IS 698, THEN 


WHAT IS THE NUMBER?" 


To solve: First subtract 5 
icelanmossley 


698 


Now divide 693 by 9. 


ras 
9)693 
63 


Press 7 
Press 7 
Press ENTER 


G Press 5 for skill level 5. 


Example: 


THE VOICE: “/F SEVEN 
TIMES THE NUMBER 
PLUS FIVE IS 677, WHAT 
IS EIGHT TIMES THE 
NUMBER PLUS SIX?" 


Here's one way to solve this 
problem. See if you can find 
some others. First subtract 
5 from 677. 

677 

= 5 

672 

Now divide 672 by 7 


Multiply 96 by 8 
sis) 

x 8 

VAsts) 

Xoo m-1p.4 

Vist) 

+6 

774 

Press 4 

Press 7 


Press 7 
Press ENTER 








NOTE: The Voice will ask “WH/CH DRILL?” at the end 
fo) R-y-(olaesi=10(=1-mem |e lan] essen Cole mer-lamerelal (ialel=a elr-\’aialemsal-e-y- lanl 
game or switch to a different one and still remain in the 
same scoring cycle. 


To start a new scoring cycle: 
Press RESET and then press 0 on the numeric section of 
the keyboard 
Then press 1 (Name The Shapes) 
PAC felile)iter-\colama telah (alcelele] ay) 
CM (aie larerd(olamiyt-\oialiat=) 


1B 4046-1 AC 9439 


